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A "Treatiſe c on the Gaze of 


A QUADRILLE. 
CHAP. I. 


b ECAUSE a Learner may be at 2 

B loſs to know the Rank. or Order of 
the Cards, when Trumps or not, 
d the two following Tables ſhew them. 


y | 2 
7 be Rank or Order of the Cards when not 
Trumps. 
„Clubs and Spades. Hearts and Diamonds. 
>” | - King, King, | 
d. Queen, a Queen, 
Knave, Knave, 
ke Seven, 1 
Six, Duce, 
Five, 92 
Four, Four, 
Three, — Five, 
Duce, | _ - 
— — Seven, | 
In all 9 . 10 1 
In all to 
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7 be Rank or Order of the Cards when 
© Trumps. 


Clubs and Spades. Hearts and Diamonds. 

Spadille, the Ace of Spadille, the Ace of 
Spades, Spades, 

Manille, he Duce of Manille, the Seven of 
Spades or of Clubs, Hearts or of Dia- 


Nane. the Ace monde, 


Clubs, Baſto, the Ace of 


Clubs, 4 
Punto, the Ace of ] 
Hearts or of Dia- b 
Lv ot mond, | 
King, King, 
Queen, Queen, 
Knave, Knave, 
Seven, | Duce, 
SIX, Three, 
Five, 35 Four, 
Four, 1 Five, 
Three, _--. Six, 
In all 11 | In all 12 


You mayobſerve by the foregoing Tables, 
that Spadille and Baſto are always Trumps, 
therefore the red Suits have one Trump 
more than the Black. 

There are three Matadores, viz. Spadille, 


Manille, and Baſto. 
There- | 


ATE 0) XJ A L 


Therefore, if an ordinary 22 is led, 
you are not obliged to play a Matadore up- 
on it; but if Spadille is led, and you ſhould 
have Manille or Baſto unguarded, you muſt 

lay it; alſo if Manille is led, and you ſhou*d 
2 Baſto unguarded, it muſt be played. 


The Order of the Falſe Matadores. 


Clubs and Spades. Hearts and Diamonds. "2 


Manille, the Duce Manille, the Seven 
of Clubs or of of Hearts or of 


Spades, „ 
Baſto, ihe Ace of Baſto, the Ace of 


Ciubs, | Clubs, | 
Oo Punto, the Ace of 
Hearts or Dias 


| monds, 
King, | | King, 
Queen, es. 
Knave, Knave, 
Seven, Duce, 
Six, Three, 
Five, Four, 
Four F © vl ive, 
Three, Six, 
In all 10 In all 11 


You ſee by the foregoing Table the Or- 
der or Rank of the Falſe Matadores. 


A 3 We 


We generaliy call them falſe Matadores, 
if we begin at Baſto and ſo proceed by Se- 
- quences to any Number. | 


Fr II 
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I. HE firſt thing to be done after you 

have ſeen your Cards, is, to aſk 

Leave, to paſs, or play ſans prendre; and if 

= name a wrong Trump, you muſt abide 
yt © : 

II. If all the Players paſs, he who has 
Spadille is obliged to play, but if he does not 
make three Tricks, he is not beaſted. - / 

III. The Player ought to have a fair Pro- 
bability of winning three Tricks when he calls 
a King, to prevent his being beaſted. 

IV. Therefore we will ſet down ſuch 
Games only, as give a fair Chance to win 
the Game by calling a King, with Directi- 
ons at the End of each Caſe what Trump 
you are to lead. | 


Calculations neceſſary to be underſtood by thoſe 
A ubo have made ſome Progreſs in the Game. 


I. I would know what is the Odds that 
my Partner holds one Card out of any two 
certain Cards, 


Anfeer, 
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Anſwer, That he holds one Card out of 
any two certain Cards 1s about 5 to 4 in his 
favour. 12 
IT. I would alſo bad what is the Odds 
that my Partner holds one Card out of any” 
three certain Cards, | 
Anſwer, That he holds one Card out of 


any three certain Cards is about 5 to 2 in 
his favour. 


An Explanation and Application of the fore- 
going Calculations. | 


I. That your Partner holds one Card out 
of any two certain Cards. 

| Suppoſe you ſhould hold one Matadore, 
it is by this Calculation evident, that it is 5 
to 4 in your favour that your Partner holds 
one of the other two, and conſequently you 
may play your Game accordingly. 

Again, Suppoſe you call a King, and hav- 
ing a Knave and one ſmall Card of a Suit in 
your Hand, by the aforegoing Calculation, 
it is plain chat you have 5 to 4 in your fa- 
vour that your Partner holds either the King 
or Queen of that Suit, and conſequently you 
have the Odds in your favour to win a 
Trick in that Suit. 

II. That your Partner holds one Card out 
of any three certain Cards. 

Suppoſe you have no Matadore, but with 
the Aſſiſtance of one of them you have great 


A 4 Odds 
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Odds of winning the Game; you may ob- 
- ferve, by the foregoing Calculation, that it is 
about 5 to 2 that your Partner holds one of 
them, you having none. 

This Calculation may be applied to ma- 
ny other Caſes, very uſeful to the Player. 


Games in Red which may be played, 
calling a King. 


I. Spadille, Manille, two ſmall Hearts or 
Diamonds, the Queen of Clubs and one ſmall 
one, and four ſmall Cards of the other Suits. 
Lead a ſmall Trump. 8 

II. Spadille, Manille, two ſmall Hearts 
or Diamonds, with the Knave and two ſmall 
Clubs, and three ſmall Cards of the other 5 
Suits. Lead a ſmall Trump. 

III. Spadille, Manille, two ſmall Hearts or 
Diamonds, three ſmall Clubs, and three ſmall 
Cards of the other Suits. Lead a mall 
Trump. | 
IV Spadille, Punto, King, Queen, and 
one ſmall Heart or Diamond, three ſmall 
Clubs, the Queen, and one Spade. Lead 


Punto. 
V. Spadille, Punto, King, Knave, and 
one ſmall Heart or Diamond, the Knave 
and two ſmall Clubs, and two ſmall * 
Lead Punto. 

VI. Spadille, King, Queen, Knave, and 


one ſmall Heart or Diamond, with the Queen, 
Knave, 


ame} QVUADRILLE. 9 


. and one ſmall Club, and two ſmall 
Spades. Lead the King of Trumps. 
VII. Spadille, Three, Four, Five, and 
Six of Hearts or Diamonds, King of Clubs 
and one more, Queen and two ſmall Spades; 
whether elder, or any other Hand, when 
you have the Lead play a ſmall Trump, in 
the ſecond Lead play Spadille. 

VIII. Manille, Baſto, Punto, and two 
ſmall Hearts or Diamonds, three ſmall Clubs, 
and the Knave and one Spade. Lead Ma- 
nille. 

IX. N. B. Manille, Baſto, King, 4 
two ſmall Hearts or Diamonds, Queen and 
one {mall Club, and three ſmall Spades. 
Lead Manille. 

X. N. B. Manille, Baſto, Queen; and 
two ſmall Hearts or Diamonds, Queen and 
two ſmall Clubs, Knave and one Spade. 

Lead Manille. - - 

XI. Manille, Baſto, with the three ſmalleſt 
Hearts or Diamonds, Queen and one {mall 
Club, Knave and two ſmall Spades. Play a 
ſmall Trump. 

XII. N. B. Manille, Punto, King, ad 
two ſmall Hearts or Diamonds, Queen, 
Knave, and one {mall Club, King and one 
{mall Spade. Lead Manille. 

XIII. Manille, Punto, Queen and two mall 
Hearts or Diamonds, Queen and one ſmall 
Club, King and two ſmall Spades. Play a 
ſmall — - 

XIV. 


2 
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XIV. Manille, Punto, and three ſmall 
Hearts or Diamonds, Knave and one ſmall 


Club, King, Queen, and one ſmall Spade. 


Play a ſmall Trump. 

XV. Manille, and the four ſmalleſt 
Hearts or Diamonds, Queen, and one ſmall 
Club, King, Queen, and one ſmall Spade. 
Play a ſmall Trump. 

XVI. V. B. Baſto, Punto, King, and 
two ſmall Hearts or Diamonds ; King, and 
Queen of Clubs, Queen, and two ſmall 
Spades. Lead Baſto. | | 

XVII. N. B. Baſto, Punto, Queen, and 
two ſmall Hearts or Diamonds, Queen, 
Knave, and one ſmall Club, King and Queen 
of Spades. Lead Baſto. | e 
XVIII. N. B. Baſto, Punto, and three of 
the ſmalleſt Hearts or Diamonds, King and 
Queen of Clubs, Queen, Knave, and one 
ſmall Spade. Play a ſmall Trump. 1 

XIX. Baſto, and the four ſmalleſt Hearts 
or Diamonds, King and Queen of Clubs, 
Queen, Knave, and one ſmall Spade. Play 
a ſmall Trump. 

XX. N. B. Punto, King, Queen, and 


| two ſmall Hearts or Diamonds, King, and 


Queen of Clubs, Queen, Knave, and one 
ſmall Spade. Lead Punto. 2 

XXI. Punto, King, and three ſmall 
Hearts or Diamonds ; King, and Queen of 
Clubs, Queen, Knave, and one ſmall Spade. 
Play a ſmall Trump, 


You 
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Jou are to obſerve that thoſe Caſes which 
are mark d thus, (V. B.) are very good 
Games to play, and that you have the odds 


of your ſide, to win thoſe which are not 
marked. | 


** 


CHAP, II. 


G AMESin Black, which may be played, call- 
= ing a King. 


I. PADILLE, Manille, and two ſmall 
4 Clubs or Spades, the Knave, and 
two {mall Hearts, and three ſmall Diamonds. 
Lead a ſmall Trump. | 

IT. N. B. Spadille, Manille, and two ſmall 
Clubs or Spades, Queen, and two ſmall Hearts, 
three ſmall Diamonds. Lead a ſmall Trump. 

HI. Spadille, Manille, and two ſmall 
Clubs or Spades, three ſmall Hearts, three 
ſmall Diamonds. Lead a ſmall Trump. 

IV. N. B. Spadille, King, Queen, and 
two ſmall Clubs or Spades, with the Queen 
and one ſmall Heart, three ſmall Diamonds. 
Lead the King of Trumps. 

V. Spadille, King, Knave, and two ſmall 
Clubs ; Queen and two Diamonds, two ſmall 
Hearts. Play a ſmall Trump. | 
VI. Spadille, Queen, and three ſmall 
Clubs or Spades, Queen and two ſmall 

| Hearts, 


| [4] 2 red, 


Hearts, two ſmall Diamonds. Play a ſmall 


Trum 
VII. Spadille, and the four ſmalleſt Clubs 
or Spades, King and one ſmall Heart, Queen 
and two ſmall Diamonds. Play a ſmall 
Trump. 
VIII. Manille, Baſto, King, and two 
ſmall Clubs or Spades, three {mall Hearts, 
and two ſmall Diamonds. Lead Manille. 
IX. Manille, Baſto, Queen, and two ſmall 
Clubs or Spades, three ſmall Hearts, Queen, 
and one ſmall Diamond. Lead Manille. 
X. Manille, Baſto, Knave, and two ſmall 
Clubs. or Spades, Knave, and one Heart, 
three {mall Diamonds. Lead Manille. 

XI. Manille, Baſto, and three ſmall Clubs 
or Spades, Queen, and two ſmall Hearts, 
Knave, and one ſmall Diamond. Lead 
Manille. | 

XII. N. B. Manille, King, Queen, and 

two {mall Clubs or Spades, King, and one 
ſmall Heart, Queen, Knave, and one ſmall 
Diamond. Lead Manille. 
XIII. N. B. Manille, King, ans and 
two ſmall Clubs or Spades, King, and one 
ſmall Heart, Queen, and two ſmall Dia- 
monds. Lead Manille. 

XIV. Manille, King, and three ſmall Clubs 
or Spades, Queen, and two ſmall Hearts, 
King, and one {mall Diamond. Flay a ſmall 
W 


XV. 
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XV. Manille, and the four ſmalleſt Clubs 
or Spades, King, Queen, and one fmall 
Heart, two ſm: Diamonds. Play a ſmall 
Trump. _— | 

XVI. N. B. Baſto, King, „ Queen, and 
two ſmall Clubs or Spades, Queen, and two 
ſmall Hearts, King and one ſmall Diamond. 
Lead Baſto. 

XVII. N. B. Baſto, King, Knave, and two 
ſmall Clubs or Spades, Knave and one Heart, 
King, and-two ſmall Diamonds. Lead Baſto. 

XVIII. N. B. Baſto, King, and three 
ſmall Clubs or Spades, King and Queen of 
Hearts, Queen, and two ſmall Diamonds, 
Play a ſmall Trump. 

XIX. Baſto, and four of che ſmalleſt 
Clubs or Spades, King and Queen of Hearts, 

ueen, Knave, and one ſmall Diamond. 
Play a ſmall Trump. 

XX. V. B. King, Queen, Knave, and 
two ſmall Clubs or Spades, King and 
Queen of Hearts, Knave, and two ſmall 
Diamonds. Lead the King of Trumps. 
XXI. King, Queen, Seven, Six, and 
Five of Clubs or Spades, King and Queen 
of Hearts, Queen, Knave, and one ſmall 
Diamond. Lead the King of Trumps. 

You are to obſerve that thoſe Caſes which 
are marked thus, (N. B.) are very good 
Games to play, and you have the Odds of 
your ſide, to win Ow which are not mark- 


N. B. You 


ed. 


2 
—— 
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N. B. You are to Call to your ſtrong 
Suit, except, you have a Queen guarded. 
And, if you are elder Hand, you have a 
fairer Chance to win the Game than if mid- 
dle Hand, becauſe you have an Opportuni- 
ty of leading a Trump, which frequent! 


” 
* 


makes your Adverſaries play againſt eac 


other. 


Er. IV. 


Caſes calculated, fſhewing the Players the | 
Odds of winning the following Games at | 
Quadrille, ſans prendre; and alſo ſuch 
Games as ought not to be played fan 
prendre. | 


GAMES in Black, Elder Hand. 


J. HREE Matadores in Clubs, King 
and Six of Diamonds, King and 
Six of Hearts, King, Five, and Six of 
Spades. Play Trumps to all the elder- hand 
Games. The above Game wins 27 to 4. 
II. Three Matadores and the Three of 
Clubs, King and Six of Diamonds, King 
and Six of Hearts, and two ſmall Spades. 
The above Game wins 215 to 162, or about 
to 3. 
* Ir Three Matadores, Three and Four 
ot Clubs, King and Six of Diamonds, 
and 
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and three ſmall Hearts. Wins 291 to 86, 


or above ro to 2. 

IV. Three Matadores with che Three, 
Four, and Five of Clubs, two ſmall Dia- 
monds and two ſmall Hearts. Wins near 
IO tO I. 

V. Spadille, Manille, King, Knave, 
Three and Four of Clubs, two ſmall Dia- 
monds, and two ſmall Hearts. Wins 4895 
to 3022, or about 8 to 5. . 

VI. Spadille, Manille, King, Three, 
Four, and Five of Clubs, two ſmall Dia- 
monds, two ſmall Hearts. Wins about 8 


to 5. 


VII. Spadille, Manille, King, Three 
and Four of Clubs, King and Six of Dia- 
monds, and three ſmall Hearts. Loſes 1514 
to 1125,. or about 4 to 
VIII. Spadille, Manille, Three, Four, 
Five, and Six of Clubs, two ſmall Diamonds, 
and two * Hearts. Loſes 1514 to 1123, 
or about 4 to 3. 

IX. S + le Manille, Thos F our, and 


Five of Clubs, King and one ſmall Diamond, 
and three ſmall Hearts. Loſes 2234 to 405 


or above 11 to 2. 

X. Three falſe Matadores and Three of 
Clubs, King and Six of Diamonds, King 
and Six of Hearts, King and Six of Spades. 
Wins 215 to 162, or about 4 to 3. 
Xl. Three falſe Matadores, Three and 
Four of Clubs, King and Six of Diamonds, 

3 King, 


Dona un. 


King, Six, and Five of Heaies Wins 291 
to 86, or above 10 to 3. 
XII. Three falſe Matadores, Three, 


Four, and Five of Clubs, King and Six of 
Diamonds, two {mall Hearts. Wins 1025 


to 106, or near 10 to 1. 


XIII. Manille, Baſto, Queen, Three, 
Four, and Five of Clubs, King and one 
ſmall Diamond, two ſmall Hearts. Wins 
4895 to 3022, or above 8 to 5. 

IV. Manille, Baſto, Knave, Three, 
Four, and Frve of Clubs, King and one 
ſmall Diamond, two ſmall Hearts. Loſes 
4162 to 3755, or almoſt 10 to 9. 

XV. Spadille, Three, Four, Five, and 
Six of Clubs, King and one ſmall Diamond, 
King of Spades, King and one ſmall Heart. 
He — lead a ſmall Trump, and his 
Chance then for — is 1749 to 890, or 
near 2 to 1 for winni 
XVI. Spadille, Three, Four, Five, Six, 
and Seven of Clubs, King and one Dia- 
mond, King of Spades and King of Hearts. 
Wins about 1 5 to a. 


a. 


CHAP. V. 
GAVE in 'Red, Elder Hand. 


J. HREE Matadores in Hearts, King 

and .one Diamond, King and one 
Spade, :King and two Clubs. Wins-24 to 
11, or above 2 to 1. II. Three 
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II. Three Matadores and Three of 
Hearts, King and one ſmall Diamond, King 
and Queen of Clubs, and two ſmall Spades. 
Wins 7010 to 1667, above 4 to 1; beſides 
the Chance that his Kings and Queen paſs, 
though he ſhou'd not fetch out all the 
Trumps. | 

III. Three Matadores and 'T bree and 
Four of Hearts, King and one ſmall Club, 
and three ſmall Diamonds. Wins almoſt 4 
to 3. | | 
| iv. Three Matadores, Three, Four and 
Five of 'Hearts, two ſmall Diamonds, two 
ſmall Clubs. Wins 291 to 86, or above 10 
to 


V. Spadille, Manille, Punto, Queen, 
Three Ret Four of Hearts, two ſmall Dia- 
monds, and two ſmall Clubs. Loſes 1706 
to 1339, or above 5 to 4 

VI. Spadille, Manille. Punto, Three, 
Four and Five of Hearts, two ſmall Dia- 
monds, two ſmall Clubs. Loſes 1514 to 
1125, or above 4 to 3. 

VII. Spadille, Manille, King, Three, 
Four, and Five of Hearts, two ſmall Dia- 
monds, two ſmall Clubs. Loſes 278 to 99, 
or about 14 to 5. 

VIII. Spadille, Manille, Three, Four, 
Five, and Six of Hearts, two ſmall Dia- - 
monds, two ſmall Clubs. Loſs above 3 to 1. 

IX. Spadille, Manille, Three, Four, Five, 
and Six of Hearts, King and one Club, two 

B ima} 


18 Aer Treanje on the 
ſmall Diamonds, Wins 1845 to 794, or a- 
bove 9 to 4 

X. Spadille, Manille, Two, Three, Four, 
Five, Six of Hearts, two ſmall Diamonds, 
one {mall Club. Wins above ꝗ to 1, nearer 
ot to 1. 

„ Fo our Matadores in Hearts, Kin 
and twoſmall Clubs, King and two nal 
Spades. Wins about 16 to 1. That he fetches 
out the Trumps is 7206 to 1465, near 33 to 
1; beſides the Chance for his King's paſling, 
tho* the Trumps ſhou'd not fall. 

XII. Three falſe Matadores and Three of 
Hearts, King and one ſmall Club, King and 
one Diamond, King and one ſmall -Spade, 
Loſes 5791 to 2880, or above 2, to 1. 

XIII. Three falſe Matadores, Three and 
Four of Hearts, King and one Club, King 
and two Spades. Wins 215 to 162, or a- 
bout 4 to g. 

XIV. Three falſe Matadores, Three, 
Four and Five of Hearts, King and one 
fmall Club, two ſmall Spades. Wins 291 
to 86, or above 10 to 3. 

XV. Three falſe Matadores witli the 
Knave, theThree, Four, and Five of Hearts, 
one ſmall Diamond, two ſmall Spades, Wins 
1025 to 106, near 10 to 1; but you are to 
ſuppoſe the Lead is to come into your Hand 
.a ſecond time, without trumping with a 


 Matadore. 
| XVI. Three 
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XVI. Three falſe Matadores with the 
Queen, the Three, Four and Five of 
Hearts, one ſmall Diamond, two ſmall Clubs 
(As the former) wins near 10 to 1. XZ 
XVII. Manille, Baſto, King, Three, 
Four, and Five of Hearts, King and one 
Diamond, two ſmall Clubs. Loſes 1514 to 
1125, Or about 4 to 3. 

XVIII. Manille, Baſto, Queen, Three, 
Four, and Five of Hearts, King and one 
Club, two ſmall Spades. Loſes 278 to 99, 
or near 3 to 1. 

XIX. Manille, Baſto, Three, Four, Five, 
and Six of Hearts, King and one Diamond, 
two ſmall Clubs. Loſes 2639 to 405, or 
about 6 to 1. | 

XX. Spadille, Two, Three, Four, Five, 
and Six of Hearts, King and one Diamond, 
King of Spades, and the King of Clubs. 
That he fetches out three Trumps by play- 
ing Spadille, is above 4 to 1, and conſe- 
quentiy above 4 to 1 for winning. 

XXI. Spadille, Three, Four, Five, and 
Six of Hearts, Kingand one Diamond, King 
and one Spade, and the King of Clubs. 

That three ſure Tricks in Trumps lie a- 
gainſt the Player is 1384 to 1255, and con- 
ſequently the Odds is againſt his winning 
the Game. "2 

If he plays the Game, he muſt begin with 
leading a ſmall Trump, for if he plays Spa; 
dille, he has no Chance at all. | 
B 2 | At 


20 A ſhort Treatiſe on the 
At his ſecond: Lead he ought to play Spa- 
dille, having the faireſt Probability of win- 
ning the Game by that Method of Play. 
In all the Games of Falſe Matadores, - we 
have ſuppoſed the Player is not over- ruff' d 
before it comes again into his Hand. 
N. B. If you ſhould have a Sans prendre 
Game, and it ſhou'd be 5 to 4 for winning 
it, you are to conſider that the Calling a 
King makes it a ſure Game won, beſides the 
Chance of winning a Vole; and therefore, 
upon a ſtrict Calculation, it is found to be 
more adviſeable to call a King in. ſuch a 
Caſe. | | 
N. B. A good Player may play a weaker 
Game, either elder or younger Hand, than 
middle Hand. 


83 — 
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1. HOEVER names any Suit for 
Trumps, he muſt abide by it, 
tho? it ſhould happen to be his worſt Suit. 
II. If a Card happens to be faced in Deal- 
ing you muſt deal again, except it is the laſt 
Card. | 
II. If you play with eleven Cards you 
are beaſted. #365 
| IV. It 
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IV. If you play Sans prendre, or have 

Matadores, you are to demand them before 

the next Dealer has finiſned his Deal, other · 
wiſe you loſe the Benefit of them. | 

V- If any Body names his Trump with- 
out aſking leave, he is obliged to play San: 
prendre, unleſs he is the younger Hand, and 
all the reſt have paſs'd. 

VI. If any Body plays out of his turn, 
that Card played, may be called at any time 
in that Deal, provided he does not revoke; 
or the Adverſaries may demand the Partner 
of him, who played out of his turn, or his 
own Partner, to play any Suit he thinks fit. 

VII. After the Game is won, if the Per- 
ſon who won the ſixth Trick plays a ſeventli 
Card, he is obliged to play for the Vale. 

VIII. If you have four Kings dealt you, 
you are at Liberty, either to call a 25 to 
one of your Kings, or to call one of your 
Kings; but you are not to call the Queen 
of Trumps. 

IX. It any Body ſeparates a Card from 
the reſt, he ought to play it, if the adverſe 
Party has ſeen it, unleſs he plays Sans 
prendre. 

X. If the King called, or his Partner 
Plays out of his turn, no Yole is to be 

ay*d for. 

2 No Perſon is to be beaſted for a Re- 
nounce, unleſs the Trick is turn'd and quit- 
ted; and if any Perſon renounces, and it is 

0 diſcover'd, 


8 Abort Treatiſe on the | 


diſeover'd, if the Player ſhould: happ 
be beaſted by ſuch Renounce, all the — 
are to take up their — and play 8 
over again. 

XII. If Spadille i is forqed to play, - he is 
not obliged to make his three Tricks. 
XIII. Whoever undertakes playing the 
Yale, has the Preference of playing, before 
him who offers to play Sans prendre. 
XIV. If all Parties agree to it, before 
you begin to play, let the Perſon have the 
Preference of playing who plays for the moſt 
Tricks; which will prevent ſmall Games 
from being play*d. 

XV. The Player is entitled to know who 
is his King called, before he declares for 
the Vole. 

XVI. When fix Tricks are won, he who 
won the ſixth Trick ought to ſay, I play 
the Vole; or, I do not play the Yole; or, I 
aſk——and nothing elle. 

XVII. He who wins the Vole, is to take 
double the Stake play*'d for, out of the 
Pool. 
XVIII. He who aſks leave (if elder 
Hand) may play Sans prenare, in Preference 
to any of the other Players. 

XIX. If you have one King nds. you 
may call your ſelf, but muſt win fix Tricks. 

XX. If you play the King furrendred, 
he muſt win fix Tricks who demands the 
King of any Body. 


XXI. He 
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XXI. He who has paſſed once, (unleſs 
he has Spadille) has no right to play after- 
wards; alfo, he who has aſked the Queſtion 
is obliged to play, unleſs ſome Body elſe 
plays Sans prendre. b 
VXVXII. If the Player, or his Friend, ſhew 
their Cards before they have won ſix Tricks, 
the Adverſaries may call their Cards as they 
pleaſe, ſpecifying each Cara. 

XXIII. Whoever has aſked leave cannot 
play Sans prendre, unleſs he is forced. 

XXIV. You are at Liberty to look at 
the Tricks when you are to lead, but not 
otherwiſe. | 

XXV. Whoever undertakes playing for 
the Yole, and does not ſucceed, has a right 
to the Stakes Sans prendre, and Matadores 
if he has them, having won his Game. 
XXVII. Forced Spadille cannot play for 
the Yole.. 

XXVII. If any Perſon diſcovers his 
Game, he is not entitled to play the Yole. 

XXVIII. If there happen to be two Cards 
of the ſame ſort, and found out before the 
Deal is ended, the Deal is void ; but not 
otherwiſe. 

XXIX. No Body is to declare how many 
Trumps are played out. | 

XXX. He who plays, and does not make 
three Tricks, is to be beaſted alone, unleſs 
he plays forced Spadille. | 

CO Ne 


r 


v7 f | I | * * ' * 
= „ £ * g 0 9 
- * 4 — 2 2 a 7 
Y =» 4 * . 8 
* bl 0 cf l 
* . , Fa... 
"x : . b 2 - _ - \ \ 
* 4 \ : . 
. 4 1 ” * © 
* of * * 9 3 
6 . d : £4 
: a © q . ; . N 
o *% . N 
— = * 0 
" | 9. 
3 
* 1 
f 
% * 


CONTENTS. 


A N. * or Oe of "i the Carts wah 5 
are nat Trumps, © Page 3 
mk or. Order. of the Cards when T 7 2 


Rank brd of Falſe bn 5 5 
Calculattons and E Nen ons of them, 


: Games to de bi gh. Red, 5 55 - 
Games to be 610 05 by in Black | calling * King 
Ht benen to be DN in Black ſins pines 
Games to be play'd in Re fig prendre "4 ” 
Pp. 16 t0 20 


Lows at e. | * BE 4 P. 20 to 23 


W GE 112 oe" - 


£ N 
ko — 
5 ae 3 ; 
_—_— (3 : 
- * 
of C 
8 3 
42 
4 — 
my ©S - 
- 2 : 
- < a-- kt C 6 
, * 
a r 
. 
2 4 N 
2 * 
| = 


